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Alice 3

About Alice

Downloads

nstltute

Attend a summer workshop! For
interested high school and college
instructors.

Read more .

Alice 2.2, Alice20
Designed for High School and College

Storvtelling Alice
Designed for Middle School

Alice 2 beta :
Get a sneak peek at the future of Alice

3D Models Gallery
Additional free 3D models

An Educational Software that teaches students
computer programming in a 3D environment

Teaching

Community

Alice is an innovative 3D programming
environment that makes it easy to create
an animation for telling a story, playing
an interactive game, or a video to share
on the web. Alice is a teaching tool for
introductory computing. It uses 3D
graphics and a drag-and-drop interface to
facilitate a more engaging, less
frustrating first programming experience.

Publications Support

alice.org

The Alice team has developed
instructional materials to support
students and teachers in using this new
approach. Resources include textbooks,
lessons, sample syllabuses, test banks,
and more. Other authors have generously
joined our efforts, creating additional
textbooks.

New! - Subscribe to the Alice Educator
Mailing List!

Check out the Alice blog! The Alice team
discusses the latest in Alice
development. View screencasts
demonstrating new features, tips and
techniques!

Share and gather knowledge about Alice
through our community forums.
Students. teachers and enthusiasts are
all welcome! If you have a question or
comment about Alice, post it here!

& A FREE Gift to YOU from Carnegie Mellon universry

Alce 2.0 ® 15955-2011_ Alice 3 ® 2008-2011. Carnegie Meibn University. All nahts reserved. We arstefully

CHaRDALT & =7


http://alice.org/

Alice in the Classroom

Incorporates the Technology Standards, from
creativity and innovation to critical thinking and
problem solving.

Easy to use programming for students to
demonstrate their knowledge in any content
or subject matter.

Engaging and interactive for learning and teaching.



~ Examples of
Student’s work . . .

Teaching: visit online lessons - try them and

modify them to fit your classroom needs, provide

handouts, teach short lessons with time to play,
assign a project

~ What you will
create today . . .



Making a World

~ What you will learn

Templates /tutorials / examples

Interface

Adding objects (3D text, billboard, s/he builder)
Saving your project

Saving scenes and/or camera views

Positioning tools and quad view

Properties: (color, opacity, record, sounds)
Method editor: (create / edit)

Events: (arrow controls and mouse click)
Where to learn more about Alice




Interface 1 - Start Alice

) File Edit Tools Help

File

Open

new world

Choose a

template
(sand)

Click open

P2 camera

Choose a tarial | Recent
Template gy |Templates
for scene

eeeeeeeeeeeee

sssss




Interface 2

Details:
Properties,
methods and
functions of
an object.

~ Main Screen

! Alice (2.0 04/05/2005) -
le Edit Tools Help

E| world
RS camera
(gt
% ground

Object Tree:

List of objects
in the world

world's details -y S
. ouwill ot e able to edit Methods or Events while the Gallery is apen,
methods jeliarizbles create new variable |

“my first method

create new method

i Tool Bar =]

Events |create new event

When the world starts, do “world.myfirst method —

Events Editor
Let arrows move

When mouse click

Mhen the Object Gallary and Layout Tool,

Ohjects are added to the warld fram the Galleny.

st methga"No parameters he Layout Tool has tools that will help you position objects in the world. eter

(opAlotning

Methods Editor

Click “add objects”



Interface 3

ile Edit Tools Help

@ro |\ oo |5 01

@ wora
pﬁ camera
Qg light
g vround
[ randomGuy2
[ skater_girl
Qecar

@ cone

world's details

:
EEm—

Home > Web Gallery {58

hebuilder shebuilder

- objects / views

Positioning
tools

® single view ) quad view

riave Objects Freely———————

Nele€g e

[[] affect subparts

” Snapshot of
scenes / views

| more controls >> |

For camera

Back to
Editing
Methods

Search Gallery

Create 3D Text




Interface 3 - objects /views

| i
WEB GALLERY ~ #=- el
+g|-ound ‘m@%@@@@ ‘

[_] affect subparts

Skater Girl
Random man
Car (vehicles)
Cone (shapes)

>>>>>>>>>>>

Before your move  [cmmm
objects around
** SAVE World as
** Save Scene




Save your world

guit Tools Help

New World
£9 0Open World..

E] Save World

Save World As...

Export As A Web Page...
Export Video..

Export Code For Printing..

)

Save your world often.

=

Save World As...

S5ave In:

] esurf

Jimages
3] material
[ papers

Files of Type: |A.2W {Alice World Files)

Cancel

Save

Alice will remind you to save your world

every 15 minutes.




Saving aview (dummy objects)

Before you move any objects, ground, etc.
save the Original Scene....

® single view ) quad view ® single view ' gquad view

Mowve Objects Frealy

s elel g e

[ ] affect subparts

| maore controls >>

1

Click on the more controls

Mowve Objects Freely

DYcifclioifo e

[ | affect subparts

aspect ratio: |4/3 h
lens angle: —L_}

I, A
%4 drop dummy at camera

:ﬂ: drop dummy at selected object

move camera to dIJI'I'II'I'I‘_.I'“I

<MNaone> -]

Select drop dummy at camera.

fewer controls <<




Renaming objects

A new Folder appears called Dummy Objects.
Right click it and rename it cameraViews.

Open the folder by clicking on the =+ next to it.
Right click on the dummy object inside and rename it originalView.



Positioning Tools

1. Click on the tool
that you want

2. Click & hold on
the object you want
to position.

3. Move the mouse
to position the
object.

Fix mistakes with

El'lgndn ‘

Name
Pointer
Tool
Vertical
Tool

Turn Tool
Rotate
Tool

Tumble
Tool

Resize
Tool

K
K

@ ia o o |@ B4 2

Duplicate
Tool

@

® single view () quad view

¢ Objects Freely

ﬂ«‘s@ﬂ 2 R EE®

|| affect subparts

I

oAl
l

Function

Moves the object in any direction
along the ground.

Moves the object up or down.

Move left or right about its center
point.

Rotates the object forward or
backward about its center.

Rotates the object in any direction,
keeping the center point fixed.

Changes the size of the object,
keeping the center point fixed.

Creates an exact copy of the object.



Set up your SCEeNe [« smev oamaven

Move Objects Freely

I3 1. Move girl hele€geE®
@ 2 Turn g|r| || affect subparts

m 3. Move guy

@ 4. Turn guy

I3 5. Move car
Lﬁ' 6. Enlarge the car

&1 /. Move car up

El 8. Enlarge cone 10. File / SAVE
m 9. Move cone back 11. Click Done .




Properties
Every object has properties

You can change e
properties in the 9
beginning of the world
or drag them in the
editing page when you
want them to change.

1. Click on the Cone.
2. Click Properties
3.

| 3 I 1 1 ) ) ]
] A ] 5 =
opacity = 1(100%) | 1 5 ) e 5 TS| —
4 2 I 5 I S}
T ST | Il =
“vehicle = world ] ] ]
= EEET
skin texture = <None>
Change the | . BEEEE

“illingStyle = solid

“pointOfiew = position: 0.27|

color of the cone.

“isShowing = true
Sample Text Sample Text

+| Seldom Used Properties n n . _

o 0 =

Texture Maps Sample Text Sample Text

| ok || cancel || Reset |




Copy the cone
Click on add objects

5
Click on the copy .:;;-sing.efew |
10 veig@geE )1

[_] affect subparts

Click on the cone
and drag the
mouse

Click on the 2nd
cone and drag
Repeat until you
have 6 cones.
Click on Quad
View to help set

U p ® single vie ) quad view
keleggee

[ ] affect subparts

aspect ratio: ]4J‘3 B

lens angle:

:ﬂﬂ: drop dummy at camera

'@ drop dummy at selected object

move camera to dummy
l <None> v I

fewer controls <<




Quad View

Position your objects in different views

Use the move and zoom tools to help
move your objects

If you move the ground click UNDO
Go back to single view to check :
Click DONE when ready Move Zoom

) single view ® quad view

pect ratio: [4/3 [~

lens angle: — G —————

| [ﬂ{ drop dummy at camera I

| : 9: drop dummy at selected object J

move camera to dummy
| I <None> - I




Progress Check



Add animation codes

S

skater_girl move

- skater_girl turn
skater_girl roll 2

- skater_girl resize

- skater_girl say
skater_girl think
- skater_girl play sound

 skater_girl moveto
skater_girl move toward

- skater_girl move awayfrom
skater_girl orient {0

| - skater_girl turntoface

1. Click on the object in the object tree
2. Click on Methods

and Drag in the codes under

“do nothing”

@ world.my first method
world.my first method No parameters create new parameter
No variables create new variahle
skater_girl turn left = 0.256 revolutions more...
skater_girl say I'm 50 nervous aohut my driving test. maore...
randomoGuy2 turn right — 0.25 revolutions =  more...
randomoauy2 say Don't worryyou'lldofine, —  dwratfon =3 seconds ©— | more...
skater_girl say Thanks more...
randomGuy2 say Good Luck! MOore...
skater_girl move amourt=2meters =~  toward target = Car.RightFrontWheel —  more...
skater_girl move right — 0.5 meters =  more...

“Doinorder Dotogether IfiElse Loop :While “For allinorder ~Foralltogether = Wait = print



3. Use drop down menu to add details to your method
(duration, text size, other)
4. Play world to Test animation

skater_girl = turn left = 0.25 revolutions =  Mmore...

skater_girl — say I'm so nervous aohut my draang test. =  more...

randomGuy2 — turn right — 0.25 revolutions = more... \3/
randomGuy2 =  say Don't worryyou'll dofine. =  duration =3 seconds = more...
skater_girl = say Thanks = more..

randomGuy2 = say Good Luck! = more...

skater_girl = move amount=2meters = toward target=Car.RightFrontWheel =  more...

skater_girl — move right = D5 meters = maore..,



| wori

= Property ~ vehicle

- Q3tont The vehicle property allows one object to move with

Qv | another object. We want the girl to move with the car.

Do | 1. Select the skater girl

E 4 2. Click on Properties

3. Drag the vehicle property into the
S editing box

Createnow arve | 4. Drop down menu select

car | ‘the entire car’

Zcolor| =

\-opacity = 1{100%)

m; icle = world (|

kin texture = skater_girl. Meteriahg

Now when the car moves the girl will move with it

o ) [ <» worlad . my first methocd |
“fillingStde = solid v
— WwWorld . my firast meaethod o paraerriestesras

pointOfview = position: 1.66, 0.93, 1.3

N Sesrisn fofen s

‘isShowing = true

Mantane  anin i LU TR P o OL26% ravalutions LA LR R
ol - -
B WO VOV SOt ey ol g taont,
Seldom Used Properties I entire worid -
coamore o WL26 roovoa o s e e,
Hahe - . < =
Texture Maps o O W OR Y VORI dio Tine rardetia
G Onana
Ot D » SLALUE N} § T8 1A S
odeled by: Moshe Mahler \ o pivis: et
inted Moshe Mahl . wicatar gt » JOO LT TR S ) LLALE LR e
paie - Moshe anler S = < | . & s—
by . CGar -  thoe eantire Car auvardd zeas
L LR e S & =

skater_girl set vehicle to Car More...



Events

Events let the user or world do something while playing.
We want the user to move the car with the arrow keys.

Create New Event (top right)

Choose “Let the arrow keys move <subject>
Select “Car”

Play the world to test

Save your world

bk owhE

Events |create new event

Eventsl | create new event

S ame|  When the world starts © When the world starts,

dol VVhenakeyis typed 7 do “world.my first method
5 When the mouse is clicked on something .

Let While something Is true

YWhen a variable changes

Let the arrow keys move <subject>

Let the mouse move the camera

Let the mouse orient the camera




Camera

We want the camera to follow the car.
So we need to drag the camera’s vehicle into the editing
area.

1. Select the Camera in the Object Tree

2. Click on Properties

3. Drag the vehicle property in the editing box
4. Drop down menu select car | ‘the entire car’
5. Play your world to test drive

capture pose

“ yehicle = world

world.my first method No parameters

Novanzbles

 pointOfyiew = posi( | value

1 80 nervous aobut driving 1
i the entire world s 9

Seldom Used ProperNg =
i light

Sounds

right = 0.25 revolutions =

il car 4 the entire Car

' Texture Maps ground Don't worry yvou'll do fine. d
e domG 3

E : randormGuy2 anks More...

:-:ﬁ ﬂ “|  skater _ugirl »

\ Cone LeftBackWheel  |oward

Cone2
5 j LeftFrontWheel more...

Eiiﬁ randomGuy2
= T coned RightFrontheel
ﬁ Ekater_glrl camera - set vehicle to Car - more..




. [File | Edit Tools Help
Instructions -
@ Open World...

The user may need instructions to start to drive. EETEAM
You can create text in Paint or Powerpoint and save Export A5 A Web Page..

It as a Jpg flle E::Errtt :‘.ﬂi:::ael;r Printing..
Then add it to the scene by clicking on File | make billboard. | & umpor..
Then hide the instructions by changing the opacity. Add 3D Text..

For now we will have the car give instructions

Click on the car (object tree)

Click “Methods”

Drag “car say” into the editors box
Add text: Press the arrow keys to drive
Duration: 3 seconds

Font size: = 35

oA WM

Car = say Pressthe arrow keystoDrive, — duralion =3 seconds = forSize =35 = more..




Progress Check



Methods and Events

Create another event to move the girl into the car when you click on her.

First we will create a new method

1. Drag up a “Do in order” command (bottom of page)
2. Drag in the methods that move the girl into the car.

“[=|Do in order

ffi skater_girl move ammount=2 meters toward target = Car.RightFrontéwheel More...
skater_girl — move right — 05 meters —  more...

skater_girl set wvehicle to Car more...

* camera set vehicle to Car —  maore...

s

Car say Press the arrow Keys to Drive. duration =3 seconds fonrtsize =35 more...

“Doinorder [§Dotogether “IifElse “Loop :While “For allinorder :For alltogether Wait = print 0

3. Drag the entire “Do in Oder” method into
the clipboard to copy and paste

.-ﬁ-.‘
Into a separate method

Top right



Create new Method

1. Click onthe object ,

(skater girl) e £ NewMethod  [52]
2. Click on Methods Eﬁf"mju Name: get in car
3. Click on Create new method | Cancel
4. Name it “getin car” . skater_girl move ‘
5. Click on the clipboard and

hold the mouse button
down and drag it over
“do nothing”

@ skater_girl.getin car

skater_girl.get in car Noparamelers

create new parameter

No variables

create new variahle

(= Do in order

: skater_girl move amount =2 meters toward target = Car.RightFrontiheel more...
skater_girl mowve right 0.5 meters More...
skater _girl set vehicle to Car more...

New method to use for an event.



Create new Event

Events I ..

Ywhen the mouse is clicked on something

YWhen a variable changes

We want the user to click on Whe{ e the world tars
the girl when she is ready to drive. -
Let |
1. Click “Create new event” —
2. Select “When the mouse is o
clicked on something

Let the mouse move <ohjects=

Let the arrow Keys move <subject>
Let the mouse move the camera
Let the mouse orient the camera

Click on the “anything arrow”
and select

“Skater girl, When < 3 is clicked on anything

entire Skater glrl © do skater_girl.getin car

Drag the new method named
“getin car” in the “do” box

When ’F" J'J I5 clicked on sKater _girl . B

do skater_girl.get in car

* amything

Calmera
light

ground
randomouny’2

L

skater_girl
Car

Cone
Cone2
Cone3
Coned

¥
¥

the entire skater_girl

hody k
Lleg ]
Rleq F

"i»usa- orient The camera |_ |



Disable code

We do not need the original code on “World.my first method

1. Click on “World.my first method
2. Right click on the “Do in order”
3. Select disable (this will grey it out)

I @ world.my first method

world.my first method No parameters

create new parameter

No warigblies create new variable

skater_girl say Thanks more...

" randomGuy2 —  say GoodLuck! — more..
£[Z| Do inorder

' skater _girl mowe  arraottt =2 meters toward, target = Car.RightFrontWwheel more...
skater, girl mowve right 0.5 meters more...

skater_girl set wehicle to - Car more...

“ camera set wvehicle to Car more...

Car say Press the arrow Keys to Drive. duration =3 seconds fonrtsize =35 more...



Add Instructions

Add instructions to click on the girl to move her into the car.

We can have the cone tell the user to click on the girl...

Click on the cone

Click “Methods”

Drag “cone say” into the editors box
Type: Click on the girl to move her
Into the car.

W

Cone = say Clck on the girlto move her inthe car, — durabion =3 seconds ~ fontSize=33 ~ Mmore..

6. Play your world



Progress Check



Ending ~ new method

We may want the world to Say Good job when the car passes
the last cone.

We will create another method and event to have cone 6 say
Good job when the car is 3 meters from cone 6.

1. Click on the World in the object
tree
Click on methods

Click on “create new method
Name it “Good Job”

TERCOURIY

“my first method
“Good Job! || edit |

create new method




If /| Else Method

1. Click onthe car from the object tree
2. Click on the Functions for details
3. Dragin “If/lElse” command from the bottom
Into the new method (select true)
4. Drag in (over true) Car within threshold of object

: [J woria and Select 5 meters of cone 6
;;;pﬁcamera
(@3 night
- [ ground

L ]carl

@ world.Good Job!

world.Good Job! No parameaters | create new parameter I

Car's details

functions Novariahles | create new variable I

create new function =l “car — iswithin §meters —  of cone
Q Wait 1 second
proximity car say Great Joh! durafion =3 ceconds tectColor = fontsize =35 more...
: Car | iswithin threshold of object Y Eise

Car is at least threshold awayfrom —

AN

“Doin order| ‘Do together [IfElsd Loop |[\While | For allin order For alltogether | \Wait | |Cprint | [0

“ Car distance to




If /| Else Method continued

[Bwona
o 1. Add a Wait 1 second command from the
g oroun bottom

Drag in car say “Great Job

Change color of text and size

e Ycar
}

Car's details

create new method

=

S R @ world.Good Job!

Car | turn world.Good Job! No parameters | create new parameter |
Car roll o wariabiles | create new variable I
Car resize E||f Car is within 5 meters of cone6

. Wait 1 second

Car say Car say Great Joh! duration =3 seconds textColor = fontsize =35 more...

Else
% [Do Wothing

AN

Yart

“Doinorder| Do together | IfElse Loop ' wwhile | For allin order ' For all together




N ew EV ent Events |create new mml 1

: When the world starts
: Whel :
1. Click Create new event ; When a key s tyed
2. Select While something is true ELet When the mouse is clicked on something
3. Select True -~ While something is true E-
4. Drag in the new method . ,
- - : When a variable changes
Good Job in “during  Whel
i Let the mouse move <objects>

i While Let the arrow Keys move <subject>
; Be Let the mouse move the camera

DU Let the mouse orient the camera

o

T . 3

world's details

|pr|:|perties Imethuds Ifunctinns WhIIE true IS true
myfirst method - Begin: Nothing

Good Job! | [edt During: world.Good Job! 4

create new method
End: Nothing




Congratulations



Enrichment

1. Add 3D text: “Student Driver” on top of the car
so that it stays on the car while it moves.

2. Add ascene (see instructions)
(ex. Add a building for the DMV for scene 1)

3. Add atimer (seeinstructions)
4. Add music or sound

5. Export as avideo



References
http://www.Alice.orq
http://www.ed2go.com/erating/

Online line Class: Mike Orsega, Instructor

http://www.cs.duke.edu/csed/alice09/

Repository for Alice Materials
Summer 2009/2010/2011

Note about downloading Alice worlds

Most likely y S not know what
an Alice world flle is, with extention _a2w. If the
Alice world you download Is called story.a2w,
your computer may think it is a .zip file and
rename it to story.zip or story.a2w.zip. DO NOT
unpack it or extract files, but Instead rename It
back to story.a2w.

If you can't figure out how to rename it, you don't have to. Instead when you
are loading the file into Alice, you can load it in as a .zip file if you select the
option ta load "ALL FILES®, and not just “.a2w files".

Gsage of mate@

These materials are available for free for educational use. You may
copy or adapt materials for educational use with students, or for training
teachers. You may not use this work for commercial purposes.

Adventures In Alice Programming Duke Site by Susan Rodger and Alice
Team at Duke University Is licensed under a2 Craative ~.3-r-3 'S

Attribut

n-NonCommercial-Sharealike 3.0 ;,"p*"e_ License.

These tutorials were developed from Alice workshops held in summers
2008, 2009 and 2010. We are still adding tutorials in 2010. The tutorials
are organized by topics. There are two groups, the first is called "getting
started” and the second is "more tutorials”.

Lessons and tutorials

Name: Princess al
Level: Beginner
Time: 45 Minutes

Description: This
you how to add ok
methods, camera
many other things

Finished Worlds

Part 1: Scene Set up and Starting Animation
Links: .ppt, Slides (.pdf), 2-Handout, 4-Handout

Part 2: Writing Methods and Events
Links: .ppt, Slides (.pdf), 2-Handout, 4-Handout

Part 3: Camera Control, Invisibility and 3-D Text
Links: .ppt, Slides (.pdf), 2-Handout, 4-Handout

Part 4: Sounds, Billboards, 3D Text, AsSeenBy
Downloads: creature roar2.wav, forest-1.ipg, s
Links: .ppt, Slides (.pdf), 2-Handout, 4-Handout



http://www.alice.org/
http://www.ed2go.com/erating/
http://www.cs.duke.edu/csed/alice09/
http://www.cs.duke.edu/csed/alice09/

